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WILD ELF 


The Wild Elves of Lunatea are a remnant of a once-great 
elven civilization. After the Sealing, most elves began to 
revert to their ancient, chaotic Eladrin forms, but a subset of 
the elven population resisted this transformation. These were 
the wealthier and more powerful elven families who wished 
to retain their mortality, wealth, and culture. To avoid 
becoming Eladrin, they resorted to using ancient forbidden 
magics, transforming themselves into ghouls temporarily. 
This transformation allowed them to avoid the changes 
wrought by the Sealing, but it required them to discard their 
lives. 

When the event had passed, they attempted to revert to their 
original forms. However, restoring a discarded life proved to 
be an impossible task. Instead of returning to their previous 
elven selves, they became the Wild Elves, trapped in a state 
where they are niether alive or dead. The craving for flesh, a 
remnant from their time as ghouls, became an inescapable 
part of their new existence. 

Despite this, some Wild Elves manage to keep their hunger 
in check through constant meditation. These individuals can 
somewhat return to a civilized life. Even those who manage 
this feat are rarely accepted into society due to their 
fearsome reputation and the ever-present threat of their 
hunger resurfacing. 

Ability Scores. Choose one of: (a) Choose any +2; choose 
any other +1 (b) Choose three different +1 

Age Wild Elves do not seem to age ever since their creation. 
Size: You are Medium. 

Speed: Your walking speed is 30 feet. 


WILD ELF RACIAL TRAITS 

Your Wild Elf character has the following traits. 

Creature Type. You are a Undead. You are also considered 
an elf for any prerequisite or effect that requires you to be an 
elf. 

Consume Dead. You can as an action to eat a devour the 
flesh from a creature that isn't a construct or undead and that 
has been dead no longer than 1 day. When you do, you regain 
2d8 + your PB hit points. This trait can only be used once on 
each corpse. 

Darkvision. You can see in dim light within 60 feet of you as 
if it were bright light and in darkness as if it were dim light. 
You discern colors in that darkness only as shades of gray. 
Fey Ancestry. You have advantage on saving throws you 
make to avoid or end the charmed condition on yourself. 
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Ghoulish Touch. Your nails still hold their ability to paralyze 
your foes. Whenever you hit a target with melee attack, if the 
target is a creature other than an elf or undead, you can force 
it to succeed a Constitution saving throw (DC = 8 + your 
Constitution modifier + your proficiency) or be paralyzed 
until the end of your next turn. Once you have used this trait, 
you must finish a long rest before you can use it again. 

Keen Senses. You have proficiency in the Perception skill 
Trance. You don't need to sleep, and magic can't put you to 
sleep. You can finish a long rest in 4 hours if you spend those 
hours in a trancelike meditation, during which you retain 
consciousness. 

Whenever you finish this trance, you can gain two 
proficiencies that you don't have, each one with a weapon or 
a tool of your choice selected from the Player's Handbook. 
You mystically acquire these proficiencies by drawing them 
from shared elven memory, and you retain them until you 
finish your next long rest. 

Languages: You can speak, read, and write Common and one 
other language that you and your DM agree is appropriate for 
your character. 
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